Abstract-the study aims at evaluating the effectiveness of time token learning model implementation to increase critical thinking skills for elementary school students based on students' activities and lesson plan implementation. The data were collected through observation by using research diary and observation sheet. The participants were two classes of elementary students in SDN Panjunan, Sukodono, Sidoarjo, East Java. The study found that the Time Token was effective in terms of two parameters. The first parameter was the students' activities which showed that the students were actively engaged during the teaching and learning process. Their activities were dominantly about arguing, solving problem, and collaborating. The second parameter was the lesson plan implementation in which the result described that all of phases in the Time Token Learning Model were implemented in good and very good level. In other words, the evaluation result of the model was effective for implementing such learning model in Elementary school.
I. INTRODUCTION
Education is a human effort to create qualified individuals/individuals. The key to make this happen is by improving the quality of education. In other words, the quality of education is a measure of the quality of the nation itself. The Government has defined the function of National Education in the provisions of Law Number 20 Year 2003 on National Education System of Indonesia. The clause 3 of the law states that National Education functions to develop the ability and form the character and civilization of the dignified nation in order to educate the nation's life, the potential of learners to become human beings who believe and piety to God Almighty, as well as to have a noble character who are healthy, knowledgeable, capable, creative, independent, and also become citizens of a democratic and responsible citizens.
In line with the law, teachers are the key to the success of national education. Teachers can be defined as professionals who serve as educators, teachers, mentors, directors, trainers, assessors, and evaluator of learners. Thus, teachers should always innovate and be creative in designing a learning process, so that the learning that is designed is innovative and fun for the students.
One of the educational levels that plays an important role for creating the quality of human resources is elementary education [1] . Based on the results of observations at SDN (Elementary School) Panjunan Sukodono Sidoarjo, the implementation of Social Science Education learning, especially on the material of ethnic diversity and Indonesian culture that occurred, was not optimal. The students still faced difficulties in understanding the concept given. The factors that cause it, is the method or the learning model, in which the teacher still had domination in the process of students' learning in the classroom. In addition, the applied learning model was less varied and less enjoyable. The students were still served with the process of learning with rote and readings. Therefore, their responses during the lesson were less active and quickly saturated when the learning was taken place.
In addition, it was supported by interviews with 5 th grade social sciences' teachers with 5-year teaching experience. The results of those interviews revealed that the students were less active during the learning and the students' abilities in analyzing the problems related to the subject were still low. In addition, the teachers stated that the students still had a high dependence on the teachers. They learned only from what the teacher gave. Moreover, the learning resources used by teachers were still dominated by exercise questions on worksheet or textbooks. The students were only actively listening to what the teacher was saying, without learning by themselves in order to bring up ideas in their mind. It made the students passive and have lower thinking skills [2] .
Dealing with the existence of problems on the condition of learning activities in the classroom, it is necessary to have an application of learning models that are innovative and fun for students. The Time Token Learning Model is one of the learning models that fulfills these two core elements: innovative and fun. According to Eliyana, as cited in [3] , she states that the Time Token Model is one type of cooperative learning model that conditions students in groups, with the aim to stimulate social skills and make students actively discuss. After the students are conditioned in groups, the teacher presents the material and is followed up by the students through group assignments. The task serves as an effort of the teacher for helping all group members to understand the provided learning materials. Then, the teacher prepares a test for the students' evaluation as the end.
There were several relevant studies related to the use of the Time Token Model. One of them is the research that has been done is in [4] which was done by applying Cooperative Learning Model with Type of Time Token. The study focused on improving students' understanding of the topic of globalization by applying the Time Token Learning Model. The results showed that the learning model was able to improve students' understanding of the fourth grade of SD (Elementary School) Angkasa Colomadu, Karanganyar. In addition, reference [5] has conducted research to determine the effect of applying Time Token Learning Model to student learning outcomes. The subjects of the study were the students of Year 5 in SD Gugus II of Seririt Sub-district on Civics Subject. The results of the study also indicated an improvement in learning outcomes after the application of the Time Token learning model.
Based on the discussion above, the researcher will evaluate the implementation of Time Token learning model for elementary school students based on two parameters, that are, students' activities and lesson plan implementation.
II. METHODS

A. Research Design
The research design was a mixed methods combining quantitative and qualitative data [6] . Specifically, the type was a triangulation of mixed methods designs [7] , [8] , [9] , [10] . The design is pictured in Figure 1 below.
Fig 1. The design of mixed methods triangulation [6]
The Figure 1 describes that the quantitative and qualitative data are combined and integrated each other to construct an interpretation. The research used two classes involving an experimental and a control class.
The research involved a control class and an experiment class. Didactic teaching treated the control class. Meanwhile, the other class, the experimental class, used Time Token Learning Model [11] , [12] , [13] . The syntax of the learning model consisted of six phases including phase one of clarifying goals and establishing set, phase 2 of presenting information, phase 3 of organizing students into learning teams, phase 4 of assisting teamwork and study, phase 5 of testing on the materials, and phase 6 of provide recognition [14] .
B. Participants
The participants were two classes of elementary students in SDN Panjunan, Sukodono, Sidoarjo, East Java. The sampling technique used was purposive sampling [15] . They samples consisted of 24 students of Year 5 of Elementary school.
C. Data Collecting Technique
The data were collected by observing the students' activities and the implementation of lesson plan. The instrument for observing the activities was a research diary [16] , [17] , [18] , [19] . Through that way, the researcher noted all the students' activities showed during their learning in the class. For observing the lesson plan implementation, the researcher used an observation sheet. The sheet was constructed based on the syntax of learning model.
D. Data Analysis Technique
In order to reach the research aim, there were three steps to process the data that had been collected through involving collecting, simplifying and categorizing, comparing, and consolidating. The steps were a modification of analyzing data technique for mixed method study as in [6] .
III. RESULTS AND DISCUSSION
This part is provided to examine the effectiveness of Time Token Learning Model implementation according to the two parameters involving students' activities and lesson plan implementation. Each parameter will be evaluated in more detail explanation below.
A. Students' Activities
The students' activities were shaped through the syntax of Time Token Learning Model with six phases. The six phases involved phase one of clarifying goals and establishing set, phase 2 of presenting information, phase 3 of organizing students into learning teams, phase 4 of assisting teamwork and study, phase 5 of testing on the materials, and phase 6 of provide recognition. The identical activities of the Time Token Learning Model occurred in phase 4 in which there were activities related to the question cards.
Generally, the set of phase 4 consisted of three steps. The first step was that the class was constructed into a discussion set. Secondly, the teacher provided talking cards to the students. The students had to answer the question from the card for 30 seconds. The last step was that the cards that were not finished yet, had to be continued to answer the questions.
Based on the observation, there were three dominant activities occurred during the learning process in the experiment class. The students were arguing, solving problem, and collaborating. The three main activities are elaborated below.
1) Arguing
The students were forced to communicate their idea to their own groups and in front of the class. They showed positive responses to the condition, as noted in the research diary below.
RD. Note 1: "almost all students are very active to participate in terms of sharing ideas as seen in Figure 2 ."
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Fig 2. Partcipations of Students RD. Note 3: "all groups of the students discuss the answer of questions to their own group actively as seen in Figure 3 ." Through the activities, the class becomes more active. The learning model has been successful to force the students to take a role as the center of learning.
2) Solving Problems
One of the Time Token Learning Model characteristics is that the students were provided cards containing questions. The questions were related to the cultures in Indonesia, such as Ludruk, Wayang Kulit, and Remo Dance. They had to describe the condition and position of the culture in their society. Then, they were forced to propose alternative ways to conserve the culture. They tried to explain the solutions for the problem of culture happened in the society.
The students actively answered the questions embedded in the cards, as written in the diary coded RD. Note 5, 6, and 8.
RD. Note 5: "each group is working to solve the questions provided in the cards." In other words, through this model, the students had learned to stimulate their problem-solving skills.
3) Collaborating
The phase 3, organizing students into learning teams, was the condition during the students' learning. Here, each group consisted of 5 members. They interacted each other enthusiastically They shared their ideas in their own group and other groups, as mention in the notes below.
RD. Note 4: "the students are divided into groups as seen in Figure 6 ." RD. Note 6: "they seem enthusiastic with their own groups to find out the solution for each problem in the cards as seen in the Figure 3 ." RD. Note 7: "students with higher performance help the others as seen in Figure 7 ."
Based on the observation, the scaffolding happened through their own friends. The students worked to reach their Zone Potential Development. Therefore, their performance had increased through such collaboration activities. 
B. Lesson Plan Implementation
This discussion was constructed to evaluate how far the lesson plan was successfully and completely implemented in the experimental class. In other words, the result of this observation is as a mirror the quantity and the quality of the lesson plan implementation. The result of the observation was presented in Table 1 . The Table 1 informs that all the phases were implemented with excellent and good level. In other words, the teacher was successful to bring Time Token Learning Model to the class. On the other hand, the phase 1 still needs to be concerned for further implementation of lesson plan, especially dealing motivating the students. It might affect the students' learning.
C. The Effectiveness of Time Token Learning Model
There were two parameters to describe the effectiveness of Time Token Learning Model, that were, the students' activities and the lesson plan implementation. The two parameters showed positive results. In other words, the learning model affected students' activities in positive way, and was successfully implemented during the teaching and learning process.
The positive activities involved arguing, solving problem, collaborating activities. The three activities were the indicator of an active learning.
Argumentation activities are able to stimulate a decisionmaking ability of student [21] , [22] . In addition, the activity will help the students to achieve higher their performances and outcomes [23] . One of the factors, which is able to promote the argumentation skills of students, is the role of the teacher in facilitating whole class discussion [22] .
The problem-solving skills is one of the main learning outcomes of the current education. Other researchers were also in line that many strategies have been implemented to increase students' problem-solving skills [24] , [25] , [26] , [27] .
Reference [28] and [29] revealed the shared responsibility and interaction produce more positive feelings toward tasks. In addition, a collaborative learning has a big possibility to enhance critical thinking [30] [31] .
In addition, lesson plan is an essential part of teaching. In line with reference [32] , "lesson plan is a written description of education process in which it is shown what, when, where and with which method learners should learn and how they should be assessed. Lesson plan is one of the key factors in the educational process."
IV. CONCLUSION In conclusion, the implementation of Time Token Learning Model was effective for elementary school students based on the two parameters, namely, students' activities and lesson plan implementation. The learning model had successfully stimulated the students to be active learners that were expressed through arguing, solving problem, and collaborating activities. In addition, the lesson plan procedures were practiced that was proven by the result of observation. The result described that the phases of syntax were implemented in good and excellent level of category.
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